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Welcome to MurderHobos, a tabletop RPG of adventurers 
who kill things and take their stuff. 

Makinq^our Character 

A MurderHobo character (don't call him a hero) only cares 
about four primary things: 

• Killing 

• Avoiding Being Killed 

• Knowing Shit 

• Talking Your Way Out Of Anything 

You get 4 points in one of these (which makes you pretty 
good at it), 2 points in another, and 1 point in each of the 
others. 

A MurderHobo has to avoid four secondary things: 

• Magic 

• Traps 

• Poisons 

• The Law 

You get 4 points in one of these, 2 points in another, and 1 
point in each of the others. 

Choose your class. Each class skill can be used once per day. 
Brazil fikrbrer 

You walk right up to things and kill them with your sword, 
your mace, or your bare hands. 

Choose one class skill: 

Murderous Rage: When you succeed on an attack, deal 2 
hits. 

Ah Keel Yew: Your attack automatically hits. 

Suck It Up: When you take damage, ignore that damage. 

Insane Training: On one attack roll, instead of adding a 
primary or secondary stat, roll your class die and use 
what you roll instead. 

Dumb Luck: Re-roll a non-Killing roll that you fail, 
continuing until your roll at least equals the difficulty. 



Your class die is a d8 



Sneakf Bdsard 

You sneak around, killing things from the shadows. 

Choose one class skill: 

Backstab: If you are the first person to attack someone, 
add +2 to your Killing roll. This can be used multiple 
times per day. 

Fuckin' Badass: On one non-attack roll, instead of 
adding a primary or secondary stat, roll your class die 
and use what you roll instead. 

Fuck This Shit: You move up to 20 feet instantly without 
anyone seeing you. You can use this to avoid taking 
damage. 

Blades Everywhere: Attack up to 3 enemies at once. 

Sticky Fingers: You steal an item about the size of a small 
apple or smaller. 

Your class die is a d6. 
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You have made deals with occult powers from beyond the 
very walls of reality. In exchange for the ability to fuck with 
other people's minds, you just have to kill a few things here 
and there. 

Choose one class skill: 

Mindfuck: Deal two hits to an enemy. If it dies, its skull 
explodes. 

Aura of Pain: Roll your class die. Deal a hit to that many 
enemies within 50 feet of you. 

Magic Choke: Hit an enemy. The enemy must make a 
saving throw against Magic or fall unconscious for 
about 5 minutes. 

Implant Trigger: An enemy must make a saving throw 
against Magic, the difficulty being 10 plus your Magic. 
If your enemy fails, you can implant a single-word 
command in the enemy's mind, and a trigger word. 
When that word is spoken, the enemy will immediately 
complete the command. 

Seduce: An enemy must make a saving throw against 
Magic, the difficulty being 10 plus your Magic. If your 
enemy fails, it does anything you tell it for the next 10 
minutes. Anything. 

Your class die is a d6. 
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Mad Sorcerer 

You call upon the magical energy woven into the very nature 
of reality to blow things up. This makes you twitchy. 

Choose one class skill: 

Giant Ball of Black Fire: Launch a giant ball of fire from 
your fingertips. This does two hits of damage. 

Lightning Strike: Roll your class die. Call down lightning 
on that many enemies, attacking each one. 

Fist of Fury: For the next hour, you generate a spectral 
hand that's about twice the size of your own. It has 
mass but can take no damage, and can pick up and 
carry things up to 150 pounds in weight. It can move 
up to 50 feet off the ground. It can also drop whatever 
it's carrying, all the way to the ground. It can move fast 
enough to count as a ranged weapon. 

Spectral Head: For the next hour, you generate a spectral 
head that you can move up to 100 feet away from you. 
You can see, hear, smell, and taste through this head, 
and make it visible and invisible at will. It cannot be hit. 

Wall of Ice: You create a 20'xl0' wall of ice. You can 
create this on top of enemies, in which case they must 
make a saving throw against Magic or be encased in the 
ice and die. The wall of ice has the strength of a heavy 
wood door. 

In addition, you can cast a spell that acts like a weapon. 
Your class die is a d4. 



Every day in game, when the party wakes up, each player 
makes a Hangover Roll by rolling his or her character's class 
die. That's how many hits his or her character can take that 
day. Sometimes, traveling just takes it out of you, and 
sometimes you feel like you shit diamonds. 

This also means you might recover all your hits (or even get 
more!) at the beginning of every day, because you're a 
pumped-up fucking MurderHobo. 



to your enemy. 

If you have sufficient brains to position yourself so that you 
have advantage — like climbing onto a table and leaping off 
of it onto an enemy — add 2 to your roll. 



Action 


Roll 


Result 


Killing 


More than target 


Hit! 


Equal to or 
1 below 


Hit, but your enemy 
immediately attacks you 
(its target is 10 + your 
Avoiding Being Killed). 


-2 or less than 


Miss, and your enemy 
immediately attacks you. 


Avoiding 
Being Killed 


More than target 


You take no hit. 


Equal to or 
1 below 


You can delay the hit 
until the instant the fight 
ends. 


-2 or less than 


You take the hit. 


Knowing 
Shit 


More than target 


You know what you need 
to. 


hqual to or 
1 below 


You know something, but 
not the whole story. 


-2 or less than 


Durrrrr. 


Talking 
Your Way 
Out of 
Anything 


More than target 


You totally pull one over 
on your target. 


Equal to or 
1 below 


They trust you for a bit, 
but they're real 
suspicious. 


-2 or less than 


They don't buy it at all 
(and you'll probably need 
to kill them now). 



Saving ybur/lss 

Sometimes you're stuck in bad shit. When you're in over 
your head, you'll have to make a saving throw. Roll a d20 
and add the relevant secondary stat. You're generally rolling 
against a 10 or 15 (ask your GM). If your result is higher than 
the target, you avoid the immediate problem. 
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Roll a d20 and add the relevant primary stat (usually, it's 
Killing Things). When you're rolling outside of combat — 
which probably won't happen often, but what the heck — 
you're trying to roll more than 5 for something easy, 10 for a 
moderate challenge, and 15 for something really tough. 

When in combat, add Killing Things. The difficulty will 
depend on the monster. If your attack hits, you deal one hit 



(^ecrinq; Killed 

If you take all your hits, you die. Sucks to be you. Make a 
new character. 

haling Potions 

Magical healing is some dangerous shit. Don't you think the 
peasantry would steal potions and have grandpa chug them 
every week if they could? Well, you need to stay out there 
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and do murder, so you don't care about those things. At least 
until the potion that was supposed to close a gashing wound 
mushrooms in a cloud of poison. 

Normally, a healing potion heals ld4 hits. However, for every 
healing potion you use each day, you must make a Poisons 
roll against the number of healing potions you've used times 
3. So, the first healing potion requires a Poisons Roll against 
3. The second requires a roll against 6, then 9, then 12, etc. If 
you fail the roll, roll 2d6 and consult this table: 



1-3 


EXPLOSION! Deal ld4 hits to everyone within 50 
feet. 


4-6 


A cloud of poisonous gas appears. Everyone within 
50 feet must roll against Poisons (difficulty 12). 
Anyone who fails the roll loses 2 points in Killing 
and takes ld4 hits. Those affected regain 1 point of 
Killing per day. 


7-9 


The poison makes you puke bright blue chunks. 
Lose 3 points in Killing and Avoiding Being Killed. 
Regain 1 point in each per day. 


10-12 


The potion has no effect. No healing. Sucks, huh? 



Weapons 



All weapons work the same way in terms of doing damage, 
but there are several broad classes of weapons: thrown 
weapons (like daggers), hand weapons (like swords), and 
ranged weapons (like bows). You can assume you have 
unlimited ammo for weapons, because who likes keeping 
track of ammo? Only psychos. 

Weapons Break 

Here's the problem with weapons: they don't last. 

When you land a killing blow, roll dlOO. If you roll a 10 or 
less, the weapon you used to kill the monster snaps or 
shatters. It is useless and worthless. 

Fortunately, you know this, so you always carry a shit-ton of 
weapons on your belt or in your backpack. You can carry up 
to 1,000 gold worth of weapons. 

New weapons cost 100 gold. For each 100 gold you add to 
the purchase price, you can decrease the odds it will break by 
1%. So, a 500-gold weapon will only break on a 1-6. All 
weapons will break on a roll of 1, so there's not much point in 
buying a weapon that costs more than 900 gold. 

A used weapon you pick up off the corpse of the average 
starving bandit is in worse shape, and will break on a 20 or 
less. 

Throwing Weapons 

When you throw a weapon (or fire an arrow), you've thrown 



it. It's no longer in your hands. You can't use it again until 
you go over to where you threw it and pull it out of the chest 
of whatever you threw it at. 

Treasure and Leveling Up 

Every time you kill a monster, it drops treasure. Doesn't 
matter if it's a plague-infested naked mole rat; it's carrying 
gold somewhere. 

Monsters are rated by how many hits they can take. This is a 
monster's only stats, unless you count any special attacks or 
moves it can make. You'll probably run across some weird 
shit. 

A Monster drops ld20 gold for every hit it can take. So, a 
monster that can take 3 hits drops 3d20 gold when it dies. 
Whoever actually kills the damn monster gets all its gold, of 
course. Unless you want to argue about it like a rosy-palmed 
merchant instead of killing more monsters. 

Once you collect 100 gold, you move up to level 2. Choose 
another class skill, add 1 to one of your primary stats, and 
add 1 to one of your secondary stats. Also, add 1 to your 
Hangover Roll. Do this every time you level up. So, a third- 
level fighter adds 2 to his Hangover Roll every day and has 3 
class skills. 

The gold requirement doubles at every level, so you need to 
collect another 200 gold to get to level 3, 400 gold for level 4, 
800 gold for level 5, etc. 

The World 

Hey! You know that land beyond the Mountains of Solitude? 
Yeah, the country that was cut off a couple hundred years 
ago by magical barriers when it was suddenly infested with 
lizardfolk, dragons, tentacled horrors, and a bunch of other 
crazy-ass shit? The barriers just came down. Time to go 
exploring! 
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Credr 



The PCs are murderhobos. They should kill lots of things and 
take their stuff. 

Starting monsters should have a difficulty of around 7 and 
only take 1 or 2 hits, so the murderhobos can murder a lot. 

But then they should face something really tough and crazy. 
This shouldn't be a consequence; it should just be something 
big and tough and memorable. 

Here are some monster abilities that can really get your 
murderhobos in trouble: 



Poisonous aura which temporarily lowers primary 
stats 

Acidic spit 

Belching fire (which sets everything around it on 
fire) 

Good old rust monsters 

Tentacles that pull prey to the ground, preventing 
movement. 

Tentacles that grab weapons 
Tentacles in general 
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MurderHoboes was created by Brent P. Newhall with the 
wonderful encouragement of the Gamer Assembly , 
particularly Bob Smith. It was edited by Tim T.W. Wombat . 

This document was created in LibreOffice. The headers are 
set in Eadui and the text in Book Antiqua. 

The cover image is by Khairul Hisham and the rest of the art 
is by Peter Seckler. 

This is the second edition of the game. The first edition 
included contradictory rules about healing. The first edition 
sucks. This edition is vastly superior. 

This game is released under a Creative Commons 
Attribution-ShareAlike license (CC BY-SA 3.0). 
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Killing 



□ 



Avoiding Magic 
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Class Skills: 



Weapons: 



Other Shit: 



